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Minimum Required Equipment 


¢ TRS-80 Pocket Computer Model PC-2 (26-3601) 

¢ TRS-80 PC-2 Printer/Cassette Interface (26-3605) 
° 4K Byte RAM Module (26-3615), installed 

¢ Cassette Recorder 


ORDERS 


HEADQUARTERS, CONFEDERATION SPACE NAVY 
Level 4, 204-B Federal Complex Two 

Noplace Atoll, Central Pacific State 
77416436-937-4826 4726-472134566 


FROM: Admiral Weston P. Smythe, 


CSNHQ Epsilon Sector 


TO: The Commander of the CSN Vessel PEGASUS 


1. 


Situation—Sirian warships have invaded the sector 
nearest the star Sirius. Our intelligence sources 

have evaluated these attacks as an attempt to gain 
control of the Sirius Sector by force. During one of 
the Sirian attacks, without warning or provocation, 
they destroyed the CSN Transport Vessels Avon 

and Whitford and their escort CSN Vessel Ranger. 


. Object of Mission—The Sirius Sector is 


strategically and commercially important to the 
Confederation. Upon receipt of its orders, the 
CSNV PEGASUS will patrol the sector and: 


A. Seek and destroy Sirian warships in the sector. 
B. Locate and explore planets in the sector. 


. Service Support—CSNV PEGASUS is authorized to 


draw supplies as needed and available at CSN 
bases in the sector. 


Characteristics of the 


Starship PEGASUS 


«++ CLASSIFIED—Level B +++ 


Confederation Space Naval Vessel PEGASUS 


Vessel Class: 
Commission 
Date: 

Overall Length: 
Width: 

Height: 

Design Mass: 
Interstellar 
Drive: 


Maximum Pseudospeed: 
Armament: 


Cruise Endurance: 


Supply Endurance: 


Percheron 


2082 


618 meters 
130 meters 
85 meters 


15,760 metric tons 


STAR drive with a 
Kelly-Murcheson type 
generator 

Eight lights 

Five tachyon missiles, One 
laser battery, Repulsor/ 
Diffuser shielding 
Approximately 66 light 
years at one light 

One year with normal crew 


*** CLASSIFIED *** 


The Cosmology 
of the Sirius Sector 


The Sirius Sector is represented by 

a 5X5X5 dimensioned grid. The grid 
lines, like the boundary lines on Earth, 
are invisible and present no actual 
barriers. The sector has 125 locations. 
Each location is identified by its xyz 
coordinates, from 111 to 555. 


This “map” of the sector (several 
locations are cut away) shows 
examples of the xyz identification 
system. 


The Confederation Space Navy defines 
‘“docation” as a single xyz coordinate. 
For example, Confederation Space 
Naval Headquarters is at location 111. 
“Area” is the word used to describe a 
location plus 26 adjoining coordinates. 


Unexplored planets are scattered throughout the 
sector. Planets are graded into nine classes, 
according to their value to the Confederation. In the 
sector, there are also several Black Holes and 
Pulsars which will destroy the PEGASUS if the ship 
enters these locations. The ship’s long range sensors 
will report the presence of planets and stellar objects 
in the area. 


Confederation Space Naval bases, each having 
supplies and energy, are scattered throughout the 
sector. Depending on the base’s supplies, each can 
support from one to three visits by the PEGASUS. 
The Confederation Space Naval Headquarters is 
located at location 111. Headquarters will be 
abbreviated on the display as CSN HQ. Docking with 
CSN HQ ends the PEGASUS’ mission (and the game). 


The Sirian Invasion Force 


The Sirian’s main weapon is thought to be an energy 
weapon. Its exact nature is not known. Sirian 
warships have high energy levels at the start of the 
game. The ships sometimes operate in groups of two 
or more. These groups are especially dangerous. 
Sirians are aggressive, and if encountered, they will 
probably attack immediately. Unless they become 
seriously damaged or are destroyed, Sirians will 
continue a battle until they destroy their opponent. 


Sirian ships are equipped with a device which allows 
them to operate in the same locations as Black Holes 
and Pulsars. You will not be able to pursue the 
Sirians to these locations, because the PEGASUS 
will be lost. 


Starting Your Mission 


We recommend that you make a backup cassette of 
this game. Use your backup copy for everyday play, 
and keep your original in a safe place. (See Appendix 
A—Making a Backup.) 


Loading Instructions 


1. While the computer is off, make sure the 4K Byte 
Ram Module is installed. 


2. Install the PC-2 in the Printer/Cassette Interface, 
and connect the Printer/Cassette Interface to the 
cassette recorder. Turn on the computer. 


3. Turn the Remote switch to OFF. 


4. Insert the cassette in the cassette recorder and 
make sure it is fully rewound. 


5. Adjust the volume on the recorder to the setting 
you have found to be the most effective. If there is 
a tone control, set it to maximum treble. 


6. Turn the Remote switch ON. 


7. Press the “Play” key, type: C)IGIMAIMC) 
FOREN), and press (ENTER). The 
program takes about six minutes to load. 


8. When the recorder stops, press the ‘‘Stop” key on 
the recorder. 


Set the mode to RUN by pressing the key 
until the word RUN is at the top of the display. To 


start playing Invasion Force, press the key, 
then the key. Invasion Force takes about 
20 seconds to place the planets, Sirians, Black 
Holes, Pulsars, and CSN bases at their coordinates, 
then the display will show the Main Menu and play 
may begin. 


Play starts at location 111, the Confederation Space 
Naval Headquarters (CSN HQ in the game). No other 
objects are ever at these coordinates. 


The (Clear) key generally returns you toa 
previous menu. (Sometimes this return is automatic.) 


Press (—) to backspace and type over any mistakes 
you might make while typing a number. 


Main Menu 
The Main Menu has six options: 


Mnvr Sns Cmp Wpn Rpt Alrt 
ED fF2) CSD CF 4) (FS) 6) 


Each abbreviated option appears above its respective 
key, (F_1) through (F 6). 


Select an option by pressing: 


(Fi) — To show the Maneuvering Menu. 

— To activate the Long-Range Sensors. 

(F-3) — To show the Computer Menu. 

— To show the Weapons Menu. 

— To show a detailed status report on the 
PEGASUS. 

— To change the Alert status. 


Administrative Menu 


You can also press at the Main Menu for the 
Administrative Menu. The display will show: 


Save New End Load BU 
CF 1) (F 2) (F3) (F 4) CF 5) 


Score 
Fé) 


Select an option by pressing: 


FD — 


Saves the current game data on tape. Prepare 
the tape before you press (F 1). Make sure the 


Remote switch is OFF. Put a tape in the cassette 


recorder and run the tape to the desired point. 
Note the tape counter position. Turn the Remote 
switch ON. Press ‘‘Record”’ and “Play,” then 
press (F_1). The current game will be recorded 
on tape. When the recorder stops, press the 
“Stop” key. Press (CL) to return to the Main 
Menu. The game will continue from the, point 
where you stopped to save the game. 


Starts a new game with new database 
locations for all objects except CSN HQ. 


Ends the game and shows the current score. 


Loads a previously saved game from tape. 
Make sure the Remote switch is OFF. Put a 
tape of a previous game in the cassette 
recorder and run the tape to the tape 
counter position at which that game was 
saved. Turn the Remote switch ON. Press 
“Play,” then (F 4). The computer will read 
the game recorded on the tape. The 
recorded game will become the current 


game situation. When the recorder stops, 
press the “Stop” key. Press to return 
to the Main Menu. The game will continue 
from the point where you recorded it. 


(F 5) — Automatically makes a backup copy of the 
program (no data) tape. (Refer to Appendix A 
for instructions on connecting and turning 
on equipment prior to making a backup 
copy.) 


CF 6) — Displays the current score. 
CCL) — Returns you to the Main Menu. 


Once you complete an option (except New or End), 
you will return to the Administrative Menu. Time 
spent at the Administrative Menu is not considered 
game time, and the game does not change while the 
Administrative Menu is used. 


Maneuvering Menu 


The Maneuvering Menu is used to control the ship’s 
drives. Press (F_1) at the Main Menu for the 
Maneuvering Menu. The display will show: 


STAR or Local? 
(F3) 


STAR—The STAR Drive lets you fix a destination and 
speed for the PEGASUS. 


Press at the Maneuvering Menu for STAR Drive. 
The display will show: 


Destination? (xyz) 


Type a three-digit destination coordinate. Press 
(ENTER). Next, the display will show: 


Speed? (1-8) 


Enter a number from 1-8 for the desired speed. Press 
(ENTER). The energy level will be checked to see if 
enough energy is available for the move (with 100 
units in reserve). If so, the PEGASUS will travel to the 
desired location. 


Note: The energy used by the STAR Drive is 
proportional to the distance travelled and the square 
of the speed. For example, crossing the entire sector 
at one light would use only about 260 units of 
energy. Crossing the entire sector at the PEGASUS’ 
maximum speed of eight lights would require over 
16,500 units of energy! 


You may stay in your present location by pressing 
in response to the Destination? and Speed? 
questions. 


Local—You will use Local Drive to dock with naval 
bases or to orbit planets. When you press at 
the Maneuvering Menu, the display will show the 
Local Drive Menu: 


Orbit or Dock? 
(F3) 


Press (F_1) to orbit a planet, (F 3) to dock with a 
naval base, or to return to the Maneuvering 
Menu. 


Orbit— Press at the Local Drive: Menu. The 
ship’s short-range high-resolution sensors will 
locate and describe any planets in that location. The 
display will prompt you separately if you want to 
orbit each planet: 


Orbit? (Y) (N) 
CF 3) 


Press for Yes or for No. will place 
the PEGASUS in an exploratory orbit. If you have not 
already explored the planet, points will be added to 
your score, according to the planet’s value to the 
Confederation. 


Class 1, 20 points—A planet of no interest, a naked 
rock. 


Class 2, 30 points—A planet of scholastic or 
geological interest only. 

Class 3, 40 points—A planet with mineral reserves 
worth mining. 

Class 4, 50 points—An inhabitable planet. 

Class 5, 60 points—A planet with life capable of 
evolving intelligence. 

Class 6, 70 points—A planet with uncivilized 
intelligent life. 

Class 7, 80 points—A planet with remains of 
civilization or major engineering works. 

Class 8, 90 points—A planet suitable for 
colonization. 

Class 9, 100 points—A planet holding an advanced 
civilization. 


You will return to the Main Menu once the PEGASUS 
reviews and optionally expiores each planet in its 
location. 


Dock—Press (F 3) from the Local Drive Menu to dock 
with a naval base. Each has some supplies and 
energy. Depending on the base’s supplies, each can 
support from one to three visits by the PEGASUS. 


If the naval base has adequate supplies, the 
PEGASUS will be resupplied, all equipment will be 
repaired, energy and shield banks will be replenished, 
and tachyon missiles will be restocked. When 


resupply is complete, you will return to the Main 
Menu. 


Note: Although the PEGASUS starts the game with 
five missiles, a severe shortage limits resupply. 
Bases cannot supply tachyon missiles beyond those 
needed to bring the PEGASUS’ load up to three 
missiles. 


lf the naval base has no supplies, the short-range 
sensors will search for another naval base in your 
location, and if one is found, the PEGASUS will dock 
with it automatically. You wil! visit each naval base in 
your location until either the PEGASUS has been 
resupplied, or all the local bases have been found to 
have no supplies. 


Sensors 


Press (F 2) at the Main Menu to use your long-range 
sensors. These sensors will search the current 
location and the 26 adjoining locations. It will name 
any objects and show the coordinates of their 
locations. The sensors will show one message per 
object. For example, when the display shows Planet at 
345 twice, two planets are located at 345. The 
sensors will add all objects (except previously 
explored planets) to the ship’s computer database for 
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future reference. When the scan is complete, you will 
return to the Main Menu. 


If you press the (CL) key while the display shows 
Scan from xyz, you will return to the Main Menu. 
Re-entry to the Main Menu will be delayed for about 
four seconds while the information is stored. If the 
scan is stopped before the sensors have scanned all 
adjoining locations, only the objects which were 
shown on the display will be added to the database. 


Computer 


Press (F 3) at the Main Menu to use your ship’s 
computer. The Computer Menu offers two options: 


Database or Sensors? 


Press| F 1) for the Database Menu, to use the 
short-range high-resolution sensors, or to 
return to the Main Menu. 


Database—The computer’s database holds the 
identification and coordinates for every planet, Sirian, 
Black Hole, Pulsar, and CSN base ever detected by 


the long or short-range sensors, with these 
exceptions: 


Planets which have been explored. 

Sirians that have been destroyed. 

Sirians that have moved after disengaging from 
combat or moved from their previous location. 


Press (F_1) at the Computer Menu for the Database 
Menu. The display will show: 


All — Sirians Planets Bases 
FD C2) (F4) FB) 


Press (F_1) for a list of every object in the database, 
for a list of Sirians, for a list of 
unexplored planets, for a list of naval bases, or 
(ET) to return to the Computer Menu. You will return 
to the Main Menu after the information has been 
displayed. 


Sensors— Press at the Computer Menu to use 
the short-range high-resolution sensors. These will 
examine each planet and Sirian in your location. The 
computer will analyze and describe planets as new (a 
planet which has never been detected in a scan), 
unexplored, or explored, and will display their class 
number. The sensors will examine Sirian ships and 
display their approximate energy level (for example, 


Sirian 1 reads 7. When the scan is complete, you will 
return to the Main Menu. 


Weapons 


A major objective of this mission is to engage the 
enemy in battle. You will get 50 points for each Sirian 
you destroy. To fire on a Sirian ship, press at 
the Main Menu for the Weapons Menu. The Weapons 
Menu will show: 


Lasers Missiles — Shields 
Fi F3) F6 


Press to use the lasers, (F 3) to use the 
tachyon missiles, to transfer energy to or from 
the ship’s shields, or to return to the Main 
Menu. 


Lasers—The ship’s lasers are energy weapons. The 
power to fire them is taken from the main energy 
reserve. The lasers are aimed automatically but fired 
manually. 


When you press (F_1), the display will show Sirian 1 
power? Type a number between 1 and 100 for the 
desired laser fire power, then press (ENTER). Sirian 
ships are well shielded. A laser hit will damage, but 
may or may not destroy, a Sirian ship. The display 
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will show the results of your attack: Missed, Hit, Hit 
Hard, or Destroyed. 


With each hit from the PEGASUS, the Sirians’ energy 
reserves decrease, the force of their attacks 
decreases, and their ability to withstand damage is 
reduced. Sirians also use energy as they attack. 
Sirians cannot attack indefinitely. A weakened Sirian 
ship may leave the battle and travel to a Sirian base 
out of the Sirius Sector. They will be repaired, take 
on supplies, and resume combat operations in a 
different part of the sector. 


Each Sirian in your location will be fought separately. 


You will return to the Main Menu once each Sirian 
has disengaged or been destroyed. 


Missiles—Press (F 3) at the Weapons Menu to use 
the tachyon missiles. The missiles will be aimed and 
fired automatically. One missile will be fired at each 
Sirian. Firing one missle consumes 200 units of 
energy. A tachyon missile will completely destroy 
any target it hits. When each Sirian has been fired 
upon, or the PEGASUS runs out of missiles, you will 
return to the Main Menu. 


Shields—A well charged shield will prevent severe 
damage from Sirian attacks. As the shields weaken, 
they will allow more of an attack’s potentially 
damaging energy to pass through to the PEGASUS. 
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Hits from Sirian attacks also drain your ship’s main 
energy reserve. 


The effectiveness of your shields depends on their 
charge state. At 1000 units, the shields will absorb 
just about any possible Sirian attack. At 500 units 
they are perhaps 50 percent effective and at 250 
units they are only 25 percent effective. The shields 
should be maintained at not less than 500 units if 
you expect an attack. If your shields get too low, the 
message Shields low will flash on the display. 


Press (F 6) at the Weapons Menu to transfer energy 
between the ship’s shield reserve and the main 
energy reserve. The display wil! show the amount of 
energy in both the main reserve and the shield 
reserve, then ask how much to transfer. Type a 
positive number to draw energy from the main 
reserve and add to the shield reserve, then press 
(ENTER). Enter a negative number to draw energy 
from the shield reserve and add to the main energy 
reserve. When the transfer is complete, you will 
return to the Main Menu. 


If a large amount of Sirian attack energy penetrates 
the shields, it could damage any of your ship’s five 
major systems (drive, sensors, computer, lasers, or 
missiles). The amount of damage depends on the 
system’s condition when the ship is hit, the power of 


the hit, and luck. When a system (lasers, for example) 
is damaged, the display will show Lasers Hit! 


A system that has been hit may or may not become 
inoperative, but it will unquestionably be damaged. 
System repair takes place continuously, even under 
attack. When a damaged system has been repaired to 
operability, the display will show (for example) Lasers 
repaired. 


Report 


Press (F_5) at the Main Menu to receive a detailed 
report of the ship’s status and the condition of its 
systems. The following items will be displayed: the 
current location’s coordinates, the amount of energy 
in the main reserve and shield reserve, and the 
number of missiles on board. The condition of the 
drives, sensors, computer, lasers, and missiles will 
be described as inoperative, almost fixed, weak, or 
okay. You will return to the Main Menu when the 
report is complete. 


Alert 


at the Main Menu will change the ship’s alert 
status. Press to activate the alert systems if 
the ship is not on alert. Press again to cancel 
an alert. You will return to the Main Menu after the 
alert status is changed. 


On alert, the ship uses a good deal of energy. 
However, the alert status reduces the risk of surprise 
Sirian attacks, and any attacks which the Sirians do 
carry out will probably be less damaging. 


The alert systems will give a brief status report upon 
completion of any option of each menu. The report 
will include the ship’s coordinates, energy levels of 
the main reserve and shield reserve, and the number 
of missiles on board. 


Ending the Game 
The game can end one of four ways: 


1. The PEGASUS docks with CSN Headquarters and 
a score is displayed, ending your mission. 

2. Contact with a Pulsar or Black Hole destroys the 
PEGASUS. 

3. The PEGASUS is lost in combat with Sirians. 
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4. The PEGASUS becomes stranded without enough 
energy to reach CSN Headquarters or a CSN base. 


Note: As in any realistic combat situation, you may 
not be able to completely destroy all Sirian warships. 
As you become more adept at playing the game, you 
will surely improve your score. 
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Appendix A—Making a Backup 


A Backup is a tape copy of a program and is an 
extremely effective method of insuring that an 
accident or equipment fault will not result in the loss 
of software. Your first action as owner of the 
Invasion Force package should be to make working 
copies of the original cassette(s) and then put the 
original(s) away in a safe place. 


Although it may be possible to make direct copies 
using two casette recorders or on cassette 
duplicating equipment, the most reliable method is 
to use the computer itself to make the backups. 
Also, for frequently used programs, you may wish to 
put them on separate cassettes for easier loading. 
Here are step-by-step instructions for making a 
Backup: 


1, Install the computer in the Printer/Cassette 
Interface, and connect the Printer/Cassette 
Interface to the cassette recorder. Make sure the 
Remote switch is OFF. 


2. Place the cassette containing the program(s) to be 
copied in the recorder and either rewind the tape 
to the beginning or position the tape to a blank 
area just prior to the desired program. Make a note 
of the counter number where your saved 


information will begin, and turn the Remote switch 
ON. Place the recorder in the “Play” mode. Adjust 
the volume on the recorder to the setting you have 
found to be the most effective for making 
backups. If your recorder has a tone control, set it 
at maximum treble. 


. Turn on the computer, make sure that it is in RUN 


mode, and type (C)CL)O)(AITICD name ), 
and press (ENTER). (Name refers to the name of 
the program to be copied.) 


. When the program has been loaded into the 


computer and the cassette has stopped, turn the 
Remote switch OFF, and rewind the recorder to 
the blank space just prior to the program. Turn the 
Remote switch ON, and put the recorder into the 
“Play” mode. Type GC) LIOAIDIAIC) name 
C+) and press (ENTER). 


This is the computer's verifying function. The 
recorder will compare the cassette program with 
the program in the computer’s memory. If the load 
is good, the recorder will stop at the end of the 
program and the prompt sign (>) will reappear on 
the display. If an error occured during the load 
verification, the display will show: ERROR 43. This 
means that the format of data to be loaded does 
not match the file format. 
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if the error message appears on the display, check 
the recorder volume setting, try the CLOAD 
function again, and verify the load. 


5. When the program has been loaded successfully, 
remove the cassette and replace it with the 
cassette which is to receive the program copy. 
Turn the Remote switch OFF, and either rewind 
the tape to the beginning, or position it to the 
point where the copy is to start. Make a note of the 
counter number where your saved information 
begins. You should leave from 5-10 seconds of 
blank space if the copy is to follow another 
program on the same cassette. Turn the Remote 
switch ON, and place the recorder in ‘“‘Record” 
mode. 


6. Make sure that the computer is in the RUN mode. 
Type DSGIOMHG) name @) and press 
CENTER). The recorder will save your program. 


7. To make absolutely sure that the program has 
been saved correctly, use the verification 
procedure as described in the fourth instruction of 
this Appendix. If the error message appears on the 
display, check the recorder volume setting and try 
the CLOAD? function once more. If you still get an 
error, the tape copy is probably damaged. Use the 
CSAVE function once more and verify the load. It 
is recommended that you use Radio Shack 
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Supertape or TRS-80 certified cassettes for 
backing up your Pocket Computer II programs. 


8. Backup each program using steps 1 through 7 
above. 


9. Put the original cassettes away in a safe place and 
use them only for making working copies. 


Appendix B— Maintenance 


Maintenance of your Pocket Computer II System is 
not difficult. Attention to the simplest points listed 
below should provide the best reliability and 
satisfaction. 


1. 


Keep your program cassettes in their boxes when 
not in use. Do not expose the cassettes to 
temperature extremes or magnetic fields. Never 
touch the exposed surface of the tape on the front 
edge of the cassette. 


. Clean and demagnetize the tape heads in the 


recorder at regular intervals. Follow the 
recommendations in the cassette recorder’s 
manual. 


. The most reliable loading and saving is achieved 


by operating the cassette recorder on AC current, 
rather than batteries. 


. Use only fresh alkaline-type batteries in the 


recorder when operating your system away from 
AC current. 


5. Always press the recorder’s “Stop” key 
immediately after loading or saving a program. 
This will release the pressure on the rubber roller 
which pulls the tape and prevent the roller from 
damaging the tape at the point of contact. 


6. Always turn the computer “OFF” before installing it in 
or removing it from the Printer/Cassette Interface. 


7. After removing the computer from the 
Printer/Cassette Interface, be sure to reinstall the 
protective plug to keep dirt out of the connector 
on the computer. Never touch the exposed parts 
on the Printer/Cassette Interface. 
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Appendix C—Error Recovery 


If you press the up arrow (C_)) when the cursor is 
displayed, the program may return you to the BASIC 
ready prompt (>). If this occurs, simply type 
()CO)CAIGD and press (ENTER). 


Administrative Menu 


Accidental arrival at Administrative Menu—Press 
to return to the Main Menu. 


Accidental departure from Administrative 
Menu—Press to return to the Adminstrative 
Menu from the Main Menu. 


Accidental selection of Save—Allow beep to end. 
Game will return to Adminstrative Menu. 


Accidental selection of New—No recovery. 
Accidental selection of End—No recovery. 
Accidental selection of Load—No recovery. 
Accidental selection of BU—Wait for the end of the 


beep. The game will return to the Adminstrative 
Menu. 
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Accidental selection of Score—Press (ENTER). The 
game will return to the Adminstrative Menu. 


Main Menu 


Accidental selection of Mnvr—Press to return 
to the Main Menu. 


Accidental selection of Sns—Press (EL) to cancel 
the scan. 


Accidental selection of Cmp—Press to return to 
the Main Menu. 


Accidental selection of Won—Press to return to 
the Main Menu. 


Accidental selection of Rot—Allow the report to 
finish. The game will return to the Main Menu. You 
will lose a turn. 


Accidental selection of Alt—Press to return the 
game to its previous Alert Status. 


Maneuvering Menu 


Accidental selection of Maneuvering Menu—Press 
(EL) to return to the Main Menu. 


Accidental selection of STAR—Press (ENTER) at 
the Destination? prompt and (1) at the Speed? prompt. 
No travel will occur. 


Accidental selection of Locai—Press to return 
to the Maneuvering Menu. 


STAR Drive 


Accidental selection of STAR Drive—Press 
at the Destination? prompt and at the Speed? 
prompt. No travel will occur. 


Accidental entry of wrong destination—Enter a 
speed of at the Speed? prompt. The program will 


reject the speed and return to the Destination? prompt. 


Accidental entry of wrong speed—The program will 
reject a speed of more than 8. There is no recovery 
from accidental selection of speed of 8 or less. 


Local Drive Menu 


Accidental selection of Local Drive Menu—Press 
to return to the Maneuvering Menu. 


Accidental selection of Dock—No recovery. 
Accidental selection of Orbit—Press (ND at the Orbit? 
(Y) (N) prompt. 

Computer Menu 


Accidental selection of Computer Menu—Press 
to return to the Main Menu. 


Accidental selection of Database—Press to 
return to the Computer Menu. 


Accidental selection of Sensors—No recovery. 
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Database Menu 


Accidental selection of Database Menu—Press 
to return to the Computer Menu. 


Accidental selection of any selection from the 
Database Menu—No recovery. 
Weapons Menu 


Accidental selection of Weapons Menu—Press 
to return to the Main Menu. 


Accidental selection of Lasers—No recovery. 
Accidental selection of Missiles—No recovery. 
Accidental selection of Shields—Transfer @ units of 
energy. 

Lasers 

Accidental entry of the wrong firepower—The game 


will reject entries greater than 100. No recovery for 
entries under 100. 
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Shields 


Transfer of the wrong amount of energy—Reselect 
Shields and transfer the correct amount of energy. 


Re ee aie. | 
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